Fallout Combat 


Combat Summary 

Combat in Fallout is initiated into multiple stages: Pre-Combat, Combat Start, 
Sequence, Action, Determine Difficulty, Roll, Assign Damage, and Continuing/Ending 
Combat. 


Pre-Combat 

Sometimes you are thrown into combat by a sneak attack or opening a door to a 
room full of Deathclaws, other times though combat can be prevented or even 
stopped by a well spoken word or action. Before combat begins many "pre-combat” 
actions may be made. The most common pre-combat action is “Prepare to Fight” 
which grants an additional +5 to Sequence. Positioning can also be useful as a 
character can close into melee range or even attempt to sneak behind an enemy 
character. In a standoff situation multiple rounds of aiming can be completed. 
Lastly, a character can opt to analyze potential enemies using a Detection vs. 
Personal Stealth or Physical Performance check to see what they’re doing. 


No more peace/Mortal Combat 

Like it or not, in the Fallout universe, sometimes all the sneaking and dialogue will 
break down. In these cases, conflicts are resolved by combat. Combat is a series of 
~5 second Rounds where every participant gets a Turn (an opportunity to act) that 
resolves when all parties hostile to each other are either incapacitated, dead, done 
fighting, or have successfully run away. 


Combat Start 

Combat officially begins when one character attacks someone or something else 
(sometimes, attacks can be made on inanimate objects such as doors, and in this 
case the entire combat procedure is not necessary, unless combat is going on 
around the character attempting to break the door down). The critter or character 
that initiated combat gets the opportunity to use all of their Action Points (AP) 
before Sequence is determined. This is treated as a “Free Turn” but may be at any 
time not allowed by the GM due to setting or story reasons. In the event that the 
GM states there will be no First Strike “Free Move” no player may question the 
reasons why due to the nature of the GM’s job there are many times elements the 
characters are unaware of that may be involved. Characters MAY be suspicious the 
enemy “knew we were coming” or “they might have a spotter” and investigate 
these reasons further. 


Sequence 

Once combat has been initiated all characters involved must roll sequence. 
Sequence is determined by rolling a D10 and adding your sequence bonus. 
Characters and NPC’s will act in sequence order unless they decide to hold their 
actions. A character that holds their action will not change the Sequence order. A 
character with a high public speaking may sometimes be able to break combat to 
attempt more diplomatic options, this causes all sequence rolls to have to be re- 
rolled. 


Action 


Most actions in combat require the use of Action Points. The higher a character's 
agility, the more action points they have. A character’s Turn is over when all AP are 
expended, or they declare they are finished. Many times a GM will have each 
player take an action and then have the players with remaining AP spend their 
actions. Some examples of AP costs are: 


AP Cost Action Base 

Movement actions 

1 AP - Standing movement per hex 

2 AP - 1 hex of movement while crouching 

2 AP - Standing stance to crouch stance 

2 AP - Crouch stance to prone stance 

2 AP - Opening a door or other action 

4 AP - 1 hex of movement while prone 

4 AP - Changing stance from standing to Prone 
4 AP - Getting up from knockdown 


Inventory Actions: 
2 AP - Pulling an item from pocket into hand 
4 AP - Placing an item from Inventory into hand 


Combat Actions: 


2 AP - Reload 
2 AP - Block 
3 AP - Dodge 


3 AP - Unarmed light attack 

4 AP - Unarmed Heavy attack 

4 AP - Throw 

5 AP - One handed weapon attack 

6 AP - Two handed weapon attack 

+1 AP - Burst shot 

+1 AP - Targeted attack 

7 AP - Launcher or Artillery single shot 
All AP - Disarm a trap 


Movement 

This includes moving closer to a target, moving behind cover, or just running away. 
It cost 1 AP for 1 movement point to move one hex over standard terrain. Some 
terrain will have a higher movement point cost. Climbing, swimming, and other 
more strenuous travel will also greatly increase movement point cost. 


Using an Item 

If your Character is holding an item in their hand, they can use it in combat, 
provided it is an item that’s use takes under 10 seconds (GMs discretion). Healing 
chems, Geiger counters, and a police whistle are all examples of items a player can 
use in combat. 


Equipping Items 


If you run out of ammo for a gun and need to draw another, or if you want to grab 
that stimpak out of your pocket, you are Equipping an Item. 2 AP is spent to pull an 
item from a pocket or vest strap. 2 AP is spent if you are accessing Inventory and 
an additional 2 AP is spent for each item equipped. 


Taking Items 

You can take an item on the ground, in a container, or off the bodies of your 
enemies. As with Equipping Items, this costs 2 AP per item, and your character must 
be standing in the same hex as the item (or on an adjacent hex if the item is in an 
immobile container). If you want to grab that Bozar and the ammo for it, it will take 
8 AP. 


Reloading 

Guns use up ammunition. When your gun is empty, partially empty, or jammed, you 
can reload it by spending 2 Action Points. If you have enough ammo, this will 
completely fill the clip. If not, you can place as many bullets as you have in the clip. 
It's generally a good idea to head into combat with fully loaded guns, so you aren't 
prancing around trying to get those rounds in while the baddies are shooting. Note 
that a gun can only be loaded with the kind of ammunition it is supposed to use, 
and that two different ammunition types ( -AP and JHP, etc.) cannot be combined in 
one clip. Note that mortars, artillery pieces, and vehicle weapons other than 
machine guns take one full round to reload, using all of a character’s Action Points 
for that turn. 


Using Skills 

Sometimes, it becomes necessary to use certain skills in combat. Although the 
battlefield isn’t always the best place to try to pick locks or repair a broken 
computer, there are times when using your talents are necessary, especially if it 
means you can escape those crazed cyborg commandos. Some skills, like Doctor, 
just take too long to use in combat. The GM should determine if the task that the 
character wants to perform can be done in combat (cracking a safe, for example, 
would be just a little too time consuming at least for a single round). Then the GM 
should calculate how many APs, and how many rounds (if necessary), the action will 
take. Characters using skills gain no Avoidance Chance bonuses and cannot Dodge 
of Evade without stopping your skill attempt, so their protection is limited to what 
they are wearing when they are using their skills. 


Healing a Fallen Comrade 

A character can use his or her First Aid or Doctor skill in combat to heal a fallen 
comrade (or foe, if they are so inclined). This action requires that the character be 
in an adjacent hex to the target, and takes a full round or more. 


Getting Up 

If you have been knocked down the previous combat round, or for some reason are 
starting combat on the ground, it takes 4 AP to clamber to your feet. Characters 
who are on the ground receive no Avoidance Chance bonus. 


Laying Mines 
Devious parties can use mines to their advantage. It takes 6 AP and a successful roll 
against a Traps Sub-Skill to lay a mine in Combat. 


Setting Up Tripods and Artillery 

Some weapons gain bonuses if they are used with a tripod; some weapons can only 
be used with a tripod (and some come with a tripod built in). In order to use these 
weapons in combat, the character must spend time setting them up. When setting a 
weapon on a tripod, roll against the appropriate weapon Sub-Skill or the Remote 
Operated Sub-Skill may always be used in its place. If the roll succeeds, the 
character spent 2 AP setting up the weapon on the tripod and can use it normally 
next round. If not, set up will take a full round. Artillery pieces work the same way, 
except that they are much larger than small mortars. 


Changing Positions - Crouching & Prone 

Crouching and Going Prone are great ways to improve your accuracy in combat, and 
to help you hide behind available cover, making less of your body visible and 
available to an attacking enemy. Changing positions takes 2 AP, unless the 
character is going FROM Prone to Standing - that takes 4 AP, just like Getting Up 
(above). Note, however, that going from standing to crouching, standing to prone, 
crouching to prone, prone to crouching, or crouching to standing takes only 2 AP, 
and is NOT the same as Getting Up. 

While crouching, the character gains +5% to Small Guns, Big Guns, and Energy 
Weapons Sub-Skills for purposes of To Hit, but he has also -30% Unarmed and -20% 
Melee Weapons penalties. It takes the character 2 AP to move 1 hex and the 
characters AC is raised by 5 from being a slightly smaller target. Prone characters 
gain +15% to Small Guns, Big Guns, and Energy Weapons Sub-Skills. It takes the 
character 4 AP to crawl one hex. The character’s AC is increased by 25. Prone 
characters cannot make unarmed or melee attacks unless the GM states otherwise. 
Note: Crouching and going prone have no effect on To-Hit rolls for mounted Big 
Guns. These include Howitzers, large artillery pieces, and guns attached to vehicles, 
like tank-mounted cannons and machineguns on Jeeps. 


Attacking 

The backbone of any combat is attack; doing to others before they do unto you. 
Attacks take varying amounts of AP depending on what kind of attack it is. Unarmed 
and melee attacks must made on a target in an adjacent hex (in some rare cases, a 
melee attack will reach 2 hexes away which is known as Reach). Ranged attacks, 
such as thrown weapons and guns, may be made so long as the target is in range 
and there is a clear or semi-clear line of sight. The GM (and common sense) 
ultimately determines what "complete cover" is. Attacks may only be announced if 
the character has enough AP to cover the action. Those APs are deducted 
immediately. There are three kinds of attacks, besides the normal HtH and Ranged: 
a Normal (Single) Attack, a Targeted Attack, and a Burst Attack. Some weapons, 
like assault rifles, do all three. Single-shot and melee weapons can only make a 
normal Single attack or a Targeted Attack. Some weapons such as Rocket 
Launchers and Flamethrowers cannot make Targeted attacks (they are just too 
bulky and unpredictable to snipe with). Some weapons, such as mini-guns, can only 
fire in Burst mode. The options for attack will be listed on the weapon's description. 


Determine Difficulty 
Difficulty to hit is determined by the GM and takes weather, gear, health, fatigue, 
AC, light, and distance into consideration. Usually these are rounded down for more 


informal “lighter” battles but counted more closely when PVP or “Boss” battles are 
taking place (or when there is a dispute on a GM’s call. 


Avoiding Damage 
The character being attacked may choose at this time to try to prevent being hit or 
mitigating some of the incoming damage by blocking. 


Blocking 

After attack is announced but before it is rolled spend 2AP to block. After attack is 
rolled and hits the blocker rolls their associated skill depending on what they are 
blocking with (additional difficulties may be applied - See Blocking Table 2) and if 
the roll succeeds the following happens depending on the vs roll difference 
(Blocking Table 1). Damage goes to what you are blocking with. The maximum 
damage the block can absorb is equal to the blocking object health (e.g. shield, 
sword, arms, etc...) or the character’s strength whichever is higher. Once you have 
taken a blocking stance you do not need to spend additional AP to continue blocking 
(unless flanked). Any hit that takes up 100% or more of your block potential will 
most likely knock you down and will sometimes destroy what you are blocking with. 
You cannot block with a crippled limb. Some attacks may penetrate the block (e.g. 
Depleted Uranium rounds and a few focus skills.) A character may decide to start a 
block at any time and keep the stance up between rounds with no AP penalty. You 
may attack while blocking at a -30% to hit with most 1 handed weapons, exceptions 
include polearms (-5%) and small one-handed (-40%). 


Block Table 1 


Block vs. Result Damage converted to AP Loss 
Attacker over 200 50% 

Attacker over 100 25% 

Attacker under 100 25% 

Defender under 100 0% 

Defender Over 100 0% 

Defender Over 200 0% (Free Unavoidable Std Attack ) 


Block Table 2 


Attack Skill Block Skill Block Difficulty Modifier 

Martial Martial 

Arts/Powered Arts/Powered 
Martial 

Arts/Powered Small 1 Handed 30% 
Martial 

Arts/Powered Large 1 Handed 20% 
Martial 

Arts/Powered Large 2 Handed 10% 
Martial Pole Weapons 20% 


Arts/Powered 
Martial Defensive -30% (Usually Plus Equipment 

Arts/Powered Armament Bonus) 

Martial 

Any Melee Arts/Powered 0% 

Any Melee Small 1 Handed 20% 

Any Melee Large 1 Handed 

Any Melee Large 2 Handed 

Any Melee Pole Weapons 10% 

Defensive -30% (Usually Plus Equipment 


Any Melee Armament Bonus) 
Martial 
Thrown Arts/Powered 10% 
Thrown Small 1 Handed 50% 


Thrown Large 1 Handed 30% 

Thrown Large 2 Handed 20% 

Thrown Pole Weapons 40% 

Defensive -30% (Usually Plus Equipment 
Thrown Armament Bonus) 


Dodging 

A player may choose to take a Dodge Action for 3AP to avoid taking any damage 
from slow projectiles, non-AOE thrown weapons, and melee/unarmed combat. A 
Dodge Roll may be made at any time as long as the character has enough AP 
remaining. Multiple Dodge Rolls may be performed in a single round. A Dodge roll’s 
difficulty maybe changed by several modifiers including minor, standard, and major 
Crits, injuries, and technology. 


Roll 
1d100 is roll if the roll minus the bonuses and plus the difficulty are equal to or 
under the characters skill it is considered a hit. 


Assign Damage 
General (non-crit) untargeted damage always goes to the torso 


Continuing/Ending Combat 


